In this paper, we focus on a new type of emerging learning games: Social Learning Games (SLG). We define SLG as games that enhance learning by offering educational contents according to a learning scenario and by supporting a community that offers condition for social learning. Leaning upon this analysis, we propose a model of SLG, which relies on five components: decision-making, contextual discussions, social capital, educational feedback and dashboard. We highlight the learning possibilities offered by this design approach, such as stimulating learners throughout decision-making process and cultivating learners' engagement in the game. This theoretical contribution has been integrated into a Social Learning Game called CIBUS dedicated to the field of entrepreneurship. We present the specific structure of the learning scenario that allows the regulation of the progress of the learners in the game, by giving freedom in the participation in the community. Finally, we explain how the design approaches we propose allow supporting three levels of learning involved in the game: individual, within the group, and within the community.
Introduction
This paper focuses on a new type of games, called Social Learning Games (SLG). This term has emerged in recent years but is not yet well defined. Some works refer to Multiplayer Learning Games (MLG), others to Massively Multiplayer Online Role-Playing Games (MMORPG), and others to Social Games (SG). So it is still unclear what are Social Learning Game (SLG) and what are their interests in the educational domain. Our approach relies on the initiative to combine two ways of learning: game-based learning and social learning. These two types of learning can be interconnected and involve each other, so as to enhance the learning of both pedagogical content and collaborative skills. The first part of this paper is dedicated to the study of MLG and MMORPG, to identify their strengths and weaknesses. This study allows us to identify the characteristics of SLG. In the second part, we propose a model of SLG based on five components. We show their interests for learning purposes. This approach is illustrated by a SLG called CIBUS, which has been developed to learn the basis of the field of entrepreneurship. We highlight the challenges to take up for designing such a game, principally the regulation of the progress of the players. We detail the specific structure of scenario we have developed. We finally detail the three levels of learning that have to be considered (individual, group and community) and the way our approach allows it. Learning in MLG and Social Interaction in MMORPG
Multiplayers Learning Games (MLG)
Michael and Chen [1] define serious games as "games that do not have entertainment, enjoyment, or fun as their primary purpose". Serious games can be applied to a broad spectrum of application areas, e.g. military, government, educational, corporate, healthcare [2] . According to Squire and Jenkins [3] "What we do know is that games, simulated environments and systems, etc., allow learners to experience situations that are impossible in the real world for reasons of safety, cost, time, etc.". Learning Game (LG) is a specific type of serious games that has learning as main objective, unlike political or advertising games. Game-Based Learning (GBL) has the potential of improving training activities and initiatives thanks to its engagement, motivation, role-playing, and repeatability (failed strategies can be modified and tried again). These games have proven to be useful to provide learners with pedagogical content in a ludic or/and realistic way [3] . However most of LG are played individually and learners evolve in the game making right or wrong decisions, without interaction with "real" learners. One way to enhance learning and engagement in the game is to allow collaboration by proposing a multiplayer environment. Actually, we observe the emergence and success of online multiplayer games in the world [4] and even in education [5] . Multiplayer Learning Games (MLG) usually immerse the players in a virtual 2D or 3D environment and propose collaborative activities [6] . This type of game can support development of a number of various skills: strategic thinking, planning, communication, collaboration, group decision-making and negotiating skills [7, 8] . Players learn not only from the game, but from each other [5] .
But these games allow collaboration only within a limited number of students inside the virtual world. Furthermore, collaboration occurs according to a predefined learning scenario, often regulated by a teacher. Learners so lack freedom of choice and of possibility of interaction with other learners. We think that it is one of the main reasons why students tend to consider Computer-Based Learning Environments as unexciting [9] . We think that the participation in a large learning community can arouse the learners' engagement. That is why we were interested in studying Massively Multiplayer Online Role-Playing Games (MMORPG) that are nowadays predominantly played by digital natives.
Massively Multiplayer Online Role-Playing Game (MMORPG)
Massively Multiplayer Online Games (MMOG) are games that are played online by hundreds of players simultaneously. Educational MMOG often works as tournaments and are based on competition between groups of students like in [10] . The most popular type of MMOG, and the sub-genre that pioneered the category, is the Massively Multiplayer Online Role-Playing Game (MMORPG). An MMORPG is "an immersive 3D worlds where hundreds or thousands of players connect simultaneously from all over the world in order to meet each other in a simulated reality" [11] . Many
